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CONGRATULATIONS! 

You now own the authentic Konarrrf home 

version of Bill Elliott's NASCAR Challenge 
for the Nintendo Entertainment System. We 
suggest that you read this instruction manual 
thoroughly before starting your engine. 
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THIS IS NO SUNDAY DRIVE! 

Few modern sporting events match the sheer intensity arid energy of NASCAR racing, 
wtiere unbridled speed and drive* skrFJ create an atmosphere of excitement and unpredict¬ 
ability. These standard "street" cars ace ah radically modified to increase road handling, 
stability, stamm a, accef&ratjen arid braking Individual rat es ran he as long as 500 miles. In 
win a race is difficult, to win a season borders on tfie impossible. 

CharfpfOrlShip racer Fill Flfiott has reamed with Kprw™ to bring you a game that 
delivers the gritty gear-ag rinding thrills Of NASCAR facing, right down to the smallest 
detail. When you accept Bill's challenge r youTF find yourself 
behind the wheel with our unique first person 
perspective. You'll choose and modify your car to 
your specs, arid can even practice racing strate¬ 
gies Fike drafting and the sling shot before 
cofTpeting. When you're ready, yon it go up 
against ruthless racers on authentic in-scale 
recreations of some of the circuit's 
most renowned courses. Be warned 
though, it's not for the faint of 
heart. Who knows what can 
happen at 2fi0 mph? Especially 
with Bill Eifiott hot on your tail! 



- 


THE CHALLENGE 

The light of a Daytona dawn dances across your glistening machine as your pit crew 
prepares it for 500 grueling nufes. You can't afford any mistakes. As a contender on the 
NASCAR Circuit., you know the consequences of a single error. Trie pressure never ends as 
you challenge the toughest tracks in the world' Daytona, Talladega, Sears .hoint and 
Waltons Glen But the real test comes from bumper-co-bumper competition 
against 15 of the fastest drivers ever to put iFie pedal la die rnetaf, including 
fiiir Hi iron - the hardest cf larging driver ever born! 

But red-lining your tachometer is only the half of it Because before 
you can even buckle you r seat belt you must First select a car and 
customize it to your specs. This intrudes choosing a manual or 
automatic transmission, and a racing or qualifying engine. It also 
means you must adjust your tires, gear ratio and spoiler angle. 

Once yon Ye up and running in the race, keep a careful 
eye on your gauges for any tel ltale warning signs. You'Ve got 
command over an entire pit crew, so don't hesitate to pull over 
whether it's to refuel or for something more serrous. 

Remember, good strategy isjust as important as natural 


racing skills when it comes to takirjy Etie checkered flag. 
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HOW TO HIT THE ROAD, JACK 

To begin, press the Start Button. This will bring you to 
rhe eU-rrnporrjni Select screen. 

Use the Seicrt Button on the Controller to cfioase 

from: Select Track, Select Car, NASCAR License, Auto 

Quariiy/Yes or No, Practice, and Ski if Level I here a re 

three Skill Levels to choose from. 

* Nbwce—Opponents are slower than you are and 
you cannot crash. 

* Rookie— Opponents are quicker than ih 
you can crash. 

* Fro- 


eand 


9 


rural P>er-E P4feVlCH 


-Same as Roofere except that your opponents race full out. 

NOTE: The music, conies on auLamucaity. but if you don't want ?t. push -he Select 


at this point 


Whenyou'W selected a category press the A Button to steer into that screen 


LICENSED TO THRILL 

Even the dig hoys must have an official NASCAR license 
before they can get behind the wheel. 

Use the Control Pad to move the cursor to the 
desired letter and rhert press the A Button to Jock in 
your cfxjice Repeat this process until your name is fully 
registered. Then move trie cursor to END and press 
the A Button, 
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To delete a letter, select the left/tight arrows with the Control Pad and press the A 
Sutton to move the flashing bo* to the right of the mistake. Tften move the cursor to RUB 
and press the A Button again This wilf backspace and delete the mistake Once the 
mistake is deleted, re-enter the correct letter. 

By rhe way, don't take your license for granted. If you don't race by N ASC a.p rules P. M 
will uhceremoniOLEfy revoke it and you'Fl become rhe toughing stock of the racing word. 


REG JST RATION/PASSWORD 

To enter your registration n nm ber/password press the Select Button when you are on the 
License screen. Use the same controls as. you used to enter your name. Enter the registra¬ 
tion number that the game has previously given you (Racers will receive their numbers 
automatically after a race is completed rn the Championship Season. Jt appears on the 
Championship Season Total Point screen..! The registration number will be very long. This is 
because there are many variables that must be recorded. After the racer inputs his name 
the game will start at tfie next race in the season, wiEb arl car slats and race stats tfie same 
as when play stopped. Racers can re-adjust their cars if they want to. 


HOW TO MAKE TRACKS 


i her.: ■ two types of tracks to choose frem: High banked ovals [Daytona and Talladega] 

and challenging read courses [Sears Point and W&tkms Glen) 

To run a single race use the Control Pad to move rhe checkered flay to your preferred 
track Or move the checkered flag to select Cbarip ion ship Season. Here you 1 must rare all 
four of the tracks twice with the order of the tracks pre-set. [The Championship Season k 
always raced at the Pro level! I Jn both individual faces and the Champion ship Season you 
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on adjust the number of laps in or her iq make tfw 

races Idrager or shorter. Press the A Button to lock in 

you; truck or course decision. Next., press the Con 

trial Pad Up or Down to add or subtract mrles from 

the race. You cart set the race distance anywtxvi? 

between 10 and 500 miies. Press the Start Sutton to 

return to th e Select screen. 

NOTE: Ynyt ran rerum to the Championship Season at 
any time Cy inputting your regiSLftred name fyourpa^woroj 

NASCAR POINT RATINGS & 
HIGH SCORE SCREEN 

After each race you'll see a stats screen strewing 
you how well you're performing. 

YOUR DREAM MACHINE 

Once you've selected a track, you're ready to 
choose one of three cars, a Pontiac Grand Prr>, Ford 
Thunderbird or Chevnofet Lurnrria Each is particu¬ 
larly weif suited for NASCAR raring strategies But 
ultimately the performance your car delivers depends 
on you, 




B 


Press the Control Pad Up or Down to select a car r then press the A Sutton to lock in 
your choice and ret urn to the Select screen. Remember, once you've chosen your ride, you 
must drive rt the entire race or season. Your car of choice will be shown in the upper right 

hand corner of the Select screen. 


DIALING IN YOUR RACER 

Now Chat you have a speed machine m mind, here's your chance to fine tune Jt. Ajj NASCAR 
autos start out evenly matched The trick is to modify them for optimum performance based 
or the track you've cliosen, and also to fit your > driving style Use the Control Pad to 

Choose RACE or PRACTICE. Jfyou choose RACE, press the. A Button andyou'll see a 
detailed view nfyour track selection. Seeing the overview of your track will help you 
decide how to a^usi your car Press the A Button again to go to the garage. If you don't 
want to make any extra adjustments to you rear, press the Start Button and begin racing 

A WORD ABOUT QUALIFYING 

AUTO QUALIFY determines your starting position in a rare. Jf you choose N'O for the 
.AUTO QUALIFY Mode,you must drive two qualifying laps around the track to determine 
your starting position The faster you go, the closer you r J I be to the covered pole position 

[inside lane of rhe front rew|. But, should you Jose control and track-up, you'll start in the 
last posrdon [not a good thing to say the least), 

If ;you choose YES fO 1 the AUTQ QUALIFY Mode,you will automaticaIfy begin the race 
in a position near the middle of the pack [not a true test of your racing stature?. To change 
from YES to NO and vice versa press die A Button. 












THETRANNY 

Choose your transmission by pressing the Contra. 1 
Pad Left or flight. Or> oval cracks you don't need to 
shift much so you should use a manual transmission 

And ifyoudo.you must shift or you'll dfowyour 

engine. Road courses require constant shifting so it's 
best to use rhe automatic transmission fat least until 


you've practicedyour man eraI shifting a bit) How 
ever, In this game the automatic transmission has 

Jess horsepower Press the Control Pad Down to 
choose an engine . 

THE LITTLE ENGINE THAT COULD 

Drivers, before you can start your engine, you must 

first < hoose one Press the Control Pad Right or l eft 

to select either a Racing or Qualifying engine. The 
Racing engine is a workhorse built for the long haul, 

while the Qualifying engine is built far blistering 
speeds for short periods of time. The Qualifying 
ervgine does not have a cooling system (radiator or 
water pump}. Thr.s increases horsepower to achieve 
the best possible time do not use this engine in a 
race because you will only get a few laps in before 
trie engine Plows. Press the Control Pad Down to 
adjust your spoi ler angle. 
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TO THE VICTOR GOES THE SPOILER 

The angle of the rear spoiler keeps your car m road traffic and Out of air traffic fin other 
words, it holds the car to the ground} More angle puts more force on the car, but tends to 
slow ft down a bit. The flatter die spoiler, tne less d rag you have, but your chances of 
spinning out increase Vou can set ifte angle anywhere between 20° and 70? 

*Hint from 6111; The spoi'er is a key factor fn rhe car's handling. On the ovals,your 
spoiler should be between 25° and ill:-? On road courses, set it between 45* and 70? ff 
the spoifer rs set right you'll get the downforce you need without excessive drag. 

Press the Control Pad Left or Right to decrease or increase the spoiler angle. Then 
press the Control Pad Dawn to adjust your gear ratio. 


GET IT IN GEAR 

Gear ratio refers to how many RPMs your engine is turning. If your gear ratio is too low 
tfs engine is turni ng too many RFftrts and could explode If your gear ratio is too high, ihe 
engine win tur n too few RPMs, As a result your car wilt accelerate more slowly and 
prevent you from reaching full power potential. Your gear ratio can be sen' anywhere from 
2.00 to 4.57 


"A Thought from Sill; On ovals* your gear ratio shou ld be set so that when you're 
in fourth gear, you start to red-rine the tachometer [the tachometer needle is pointing at 
the beginning of the red fine}. Doing this will moke your car run as fast as possible. On the 
road courses a low gear ratio gives you rhe best acceleration because you don't often Jun 
the car at top speed. 

Press the Control Pad Left or Right to inc rease/deoease your gear ratio and press the 
A Hutton. Then press the Control Pad Down to adjust your tire stagger. 
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BEFORE YOU BEGIN 



to adjust the stagger in your ares to compensate for the (degree of bank on individual track 
turns, or when your car isn't handling properly. To shcot through turns, the inside ores are 
usually smarter than the outside tires. Tire stagger is more important on ovaf tracks than it 
rs on a road course where you're constantly turning in both directions. 

Press the Control ^ad left or Right to decrease/increase Eire stagger. Choose between 
0 and 3.00 Remember, all four tires ran he changed at your command. 

*Tire Up from Sill; You should increase tire stagger if you want 
to try to hold a fine at sJightly higher speeds. 

Too much stagger and you will spin Out easily, ft the car is 
fottte" (the back end wants to come around in turns] you'll 


need to tighten the stagger, if the car v, "pushing" (the front 
end is hitting the outside waif in tf>e corners] you'll need 
to Joosen it 

\X/hen ali of your adjustments have been 
selected, press the A Button and your crew of 
mechanics will go to work To by-pass the ca r 
mechanic set up screen, press the A Button again. 

Now you're ready to race, so press the Start 
Button. "Prepare to Race" wifi flash on the screen. 

Press EheStart Button again to Starr the race 

MOTE? If you need to go back to die Game Select 
screen press me select Button. 
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PRACTICE MAKES PERFECT 

In the PBA.i J ft I- Mode, Bid offers his expert advice on four different racing techniques 
which you can test on the track. Before you begin., he'd give you some hints, hut you can 
speed up this sequence by holding down the A Button Here's what you'll need to know 

Drafting 

At racing speeds, the arr behind a car creates a 
partial vacuum. By positioning your car in the 
vacuum behind the leader;you tan keep pace 
with him whrle using less acceleration than he 
. ■■ [which a lso saves you more gas] R ns tech¬ 
nique is known as drafting. Drafting can set 

you up for another helpful maneuver ca lied the 
sling shot. 

fifOTEs Al LrcK-ki Jifce Daytona-irx? Tdriadega ,\f 
yvjuTt- rat running in the draft with tft? Head cars,you re 
gc^ng rc? lose posjcrori and sfip t^cJc in thp pack, 

The SJing Shot and You 

xoc Uied at the precise .moment, the sling shot can propel you past another rater Jtvrvirrj 
m to eat your dust. To attempt tire sling shot start drafti ng the ear in front of you, but 
nop a little distance. Remember, drafting gives you an edge in acceleration over the lead 
-r. When you re ready ro sting shop kick in that extra acceleration to whip around the reft 

de of the lead car ,'f you don't hove enough speed to break past him, you'll fall far behind 
very quick ly. 

This is a very dif fault move. Many elements ultimately effect the outcome of the 
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manetwe* hpw strong your car is running, tsow the ottier car is running and how polished 
and experienced you are at making the move. 

Raising 

The abi lity to pick and choose how and when you pass a car is cruc ial, Obviously. you 
want to get around the slower cars as you move to the front Once you re i.n a position to 
run with die leaders, your passing becomes even mere critical. You ran usually pass some 
of the slower cars In the pack of the field if you've set up your car correctly for the track 
you're running on. Knowing 1 where your car handles best a round the crack is a factor 
when passing. Knowing how the car in front of you is hand fir*} and the driving style of the 
driver js a key factor in a successful and dean pass, fn some cases, if might he wr.se to 
Jbrlow a car for a lap or two in order to judge these Things before you attempt to pass. A 
mi sjudged pais can result in Joss of positron., damage to the car unnecessary punishment 
to the tires or even an accident that could pur you out of the rate. 

Following a Line 

The line refers to the actual path your car takes around the track Now as we all knew the 



distance between two points is a straight line. So the quickest way to get around 
any race track or course is to keep your car's path - or tine—as straight as possible. Which 
means the less weaving and lateral movement trie better. [During game play, a green light 
will appear on the dashboard if you're running a "good line'' If you're ''off line? the green 
Light will change to red.) The line you foilow cirour>d the track will be determined by how 
well riie car is handling On a Supers peed way /ike Daytona and la I Lari eg a. the fastest way 
around is. on the low side through the Turn* (otherwise known as flogging the turns?. On a 
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road course, if you can get through the turns quickly, you're going to run well. All of this 

win be determined by you* mo stagger, the spoiler an g re, the gear ratio you're running and 

y our driving ability. That's why practice is so important. As you practice, you may want to 

experiment with different tire stagger, spoiler angles and gear ratios. 

•Racer's Tip from Sill: To steer around the banks on oval tracks, tap the lehr side of 
the Control Pad quickly. The faster yot: go the faster you have to tap. If youre sliding out 
too much change the trre stagger or spoi/er angle. 

On road courses learn the course. Find out how fast you can fake each corner. Amid 

skidding and running off the road m the corners and you'll' be faster around the course. 

Pitting 

Prt strategy .>s a key factor rn winning or lasing, running well, running up Front or in the 
back of the field. The time you spend on pft row is lost track position, so getting rn and out 
as quickly and efficiently as possible is essential With few exceptions, everyone will pit for 
gas and four fresh tires during a caution period [when you see the yellow flag?. When you 
pit under green flag racing, getting right or left side tires and gas r.s the most you can do 
and still maintain good track position. But remember, when green flag pit stops are made, 

everyone will pit about the same rime, so the running order will remain about the same 



ail the slops, rf everyone Lias good clean stops. On a 5 upe rs peed way. seconds lost rn 
tne pits can- equal the distance of two. three, four or more football fields. With competition 
as tough as it is in NASCAR, that could be the difference in winning or losing a race. 

A Final Lap Consideration 

Because stocK car racing is so competitive, you must never stop adjusting and mproving 
your car. Testing and practicing different car set-ups is crucial. 
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CONTROL FAD - 

Press Up La Upshift 
Down to Downshift 
Press Left to steer Left, 
Press Right to steer 

[To shift, you must 
re lease t.he A Hutton 
far a fraction of 
a second? 



START BUTTON 

Press to Pa use game 


A BUTTON - 

Press to Accelerate 


B BUTTON 

Press to Brake 
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A VIEW TO A THRILL 

• fare's a bird's-eye view of your surroundings. Study everything carefully and 
memorize every detail, or efeef 


Damage Li ght 


Gearshift a.nd Geartmx 


Fuel Warning Light 


Horizon 

Road 


! ering Reference Dot 

Speedometer 

Tachometer 


Positron Indicator 


Lap Indicator 


Pear View .Mirror 




Off Pressure Gauge 

Temperature Gauge 
Fuel Gauge 


■ >TE: TTtcrtS is in Interval timer located to the left of die rear view rn. rrar. This indicates your 
• i< : ranee behirtf JM Lilian and is &J wfth rad? lap completed 
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A NOTE ABOUT RACE CONDITIONS 

There's a flay indicator on the dash Efsat alerts you - to rate conditions. The flag will change 
colors accordingly: Yellow means caution; White means one Jap left; Green indicates 
normal racing conditions; Black tells you you'll be disqualified if you don't pit for repairs 
within a few Japs; Black with a white cross means you have been disqualified, and the 
coveted chednered flag waves only far me winner of tfte race. 

if your air is running low on gas or is damaged., your warning Irghts will Prink. The/Il 

blink faster rf you do not pn to correct me situation. Don't wan untiJ the gas right goes 

solid — tfiat means you' ve run out of gas. And you're rmmediately disqualified if the 

damage light goes solid, 


an - * 
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LIFE IN THE PITS 

Pit stops a Now you to re-fuel change tires and tire 
stagger; adjust the spoi ler ang le and repair minor 
damage Your pit number equals your starting position, 

You must enter the pits by turning off the track 
into the pit fane. White racing, steer your car to Etie 
inner pit lane. This is marked by a red arrow sign 

arid an extra Jane outsJrie of the track Jane markers. 

At the end of the pit Jane, your view will change to 
pit row. Once you're cruising down pit row, press 
the A Button to accelerate or the 8 Button to Drake (Shifting is automatic while 
driving on pit row even if you haw manual transmission J Press the Control Pad in 
desired direction to steer your car and avoid crashrng into other cars or those 
pn row walls Also, use the Control Pad co steer to the reft when you find your p. ; t 
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umber and your pit mew f dressed r i ye I low), I f you overrun you r pit area you wi li' have to 
90 back onto Che track and come around again. 

Once you're in the pit area, you have 20 seconds (countdown timed of ''free time" to 
elect the work you want done. During this time your position is not affected. After this 
Ntfei 20 seconds, the timer wiil start and your posrtJon wiJl be affected. Pu t your pit crew 
To action t>y pressing tlie Control Fad Up or Down to select your option. P.nessmg the 
oricrol Fad Left or Right wfJI increase or decrease your tire stagger arid spoiler angle. Press 
ie A Sutton to begin work. Whale work rs being done you may serect aether item for the 
-,r crew to adjust when they’ve finished, if you on ly want gas, select Gas and press die A 
Button. Any other option selected wifi automatically include gas. Once work is done, press 
fire Start Button and you'll get an overhead view of pit raw. Use your driving controls to 
eer out of the pits and back onto the track. If you accidentally exit the pit area to pit row, 
■GU can renenter the pit area by pressing tf ie Select Button. 

Remember, you have two minutes to enter pit new, decide what you want done, 
Triplet e the work, and get back on track if you take longer than two minutes to leave 
pit row you'd bo out of the race for good. 

If you only require a small amount of fuel or need to repair damage that is only minor 
:’ss the Starr Button to interrupt your crew and leave the pits quicker. Tnls is mos r usefni 
1:1 wards the end of a race. 


If you’re involved In a crash during a long race, your car is towed to the pit and 

resume racing. 

WCITE: Even will'd crew of fivKcompetent roeoharKS atyourcommand, I'te work sitU takes 
1 ■ ■ T ! f Wtowing pvr stop choices a -e ranked In asoendfrig order of time needed tor execution' 
Spoiler adjustment, Refuel, Ti re change? - one sine. Tire stacker adjustment. Repair damage. 

I 1 e eftange ‘-doth sides, 

NOTE: If you street lire stagger instran of a tire change option, the crev.- wH automatically 
r I v -rjge your right side tires 


1 faired But you wiil have Fost one lap on the mst of the field wfwi you 
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A NASCAR GLOSSARY 

aerodynamics —The study of ai rf lew and 
tfv forces of resistance and pressure ft-at 
result from sir flowing oven under, and around 
a moving ear. 

apron — I he paved ^ [ inn Of .1 rat t-f-Lr^c k 

that separates the track itself from dbe Infield. 

banki ng — The sloping of a racetrack, usu- 
al*y at a curve. The degree of bankeng refers 
to the height of a track's slope at the outer 
edge 

chute —The straightaway on a racetrack, 
efowrtforce—The pressure of the air on 3 

c ar as it moves Down-farce focrerofl. with 

velocity 

drafting — rwt: Or more f hrs n:ri nos 1 > 

to tarL almost toucfiing. The lead car displaces 
air m front of ir ana creates a vacuum between 
■ I"-: rear end s.rvA the following car's nose The 
second car is actually pulled by the first 

drag—A residing force everted on a car 
parallel to us a, 1 stream and oppositein riiret 
non to ns rnc j r i ok>. The more afvodynaimic the 
car r the lower the drag. 


dyno — Short for Dynameter, a machine used 
to measure an engine's horsepower and test 
and monitor its overall performance 

El Rl— Stands for "except in rare instances^ 
li is used by NASCAR to enforce its decisions 
when there may not be a specific rule or 
regulation to cover such a decision. 

csiei—A senes of sharp left and right-hand 
turns on a road course. 

groove™ me best route around a racetrack 
for a particular driver. 1 he high groove takes 
a car closer to the outside wa i for most of a 
lAp. The low groove takes a car closer to the 
apron. 

Handling —A car’s general performance. 
Handling depends on tiros, Suspense geom¬ 
etry. aerodynamics and other factory, 

Jacfc the Bear” A car Is said tt> be running 
like Jack the Gear when it . s running ar op*i 
mum efficiency 
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o««-A car is said to be loose when jes 
ear wheels break away from the pavement 
nd its rear end swings toward the outside 

van. This r\ also called oversteer 

irragnaflu* — Short for magnetic particle 
inspection. Thrs is a procedure tor checking 
;II steel parts of a car such as suspension 
■■ieces, connecting reds cylinder heads, etc 
or cracks and other defects. -It uses a sofa- 
on of metal particles and fluorescent dye 
1 nd 3 black light. Surface cracks appear a 4 , 
nsd lines. 

NAS CAB— Nabonai Association of Stock 
ar Auto Racing, featuring regu la r factory 
irs Tstcx k r ' carsf which have beer modified 
for auto racing. 

&G-The procedure for cfseeking do cubic 
i ch displacement of an engine. 

I ts — : he area of a race Iran k off the racing 
■. .'face where cars stop for servicing. 

j tilling — When a cat's front end r ends ro 
[ sh toward the outside wall on 3 cornet it 
i' said to be pushing. This is afso called 
understeer. 


ragged edge — You are driving yOur ( ar c.jr;< 
the ragged edge when you push n to its 
extreme ! imits. Going over the ragged edge 
can result in loss of control. 

re^r-rteer—A car fn which the steering 

components are fixated behind the front 

axle. 

right combination — Dr v rrppj. why a c ,-ir, 

team and driver have performed well or won 
a race. This includes factors such as engine 
hexisepower, tire wear, weight distribution, 
performance of the driver on die track and 
the crew on put stops. 

short track— A speedway that ps less than a 
mile long. 

stick— A condition of a track 'which makes rt 
difficult for the car's tires to get good trac¬ 
tion. A slick track <s not necessarily wet or 
slippery because of water or oil 

sling shot—When the SKonclotr in a draft 

suddenly sleers to rim left breaking r h n■ v,* 

uum. i his provides an extra hurst nlspeed 
that ailews the second car to pass the Test 
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spoiler "A men-i i strip Ehat helps c ontnoi 
a reflow, downforce,and drag. I hen? .-s a front 
spoiler under the franc end of :he car near 
ihe *de. The nta* spoiler is attached to the 
!n.vik frd. if you .eiri mom spoiler.you increase 
the angle of the /ear spoiler in rvf-i; it>r> to the 
rear window, This aids a car's cornering .-iCvl- 
11 y. Los s s pot! e r a*d s s t r a ! g ht a way speed 

stagger - The difference in size 
between the left vde^nd the right 
side ores. 


stroking — Ad rive r is said tc be strok¬ 
ing wtw n ht" fays back and isn't agg res¬ 
sive, a driver may stroke in order to 
conserve rue' or equipment before the 
end c* the race, or he may have enough 
season points that he doesn't have to 
w?n the race. 

Soperspeed way — A r,ir.p track that : 5 a mile 

or longer. 1 his rnckrdes rcruac? courses, 
tri-oval— A racetrack with a filth tom in 

addition to the standard four corners. 

NOtt: Tor reference only and noL ail terms 
apply to game pray. 


WARNING: DO NOT USE WITH FRONT OR REAR 
PROJECTION TV- 


Do not use a front or rear project on i r-'f-v-Sion wirb ytx.r NirXfrxA»Entertainment System® 
fNESf and thts v-'deo game, tour projection television screen maybe pern* s ly < jam. a if 

virjr.v.j gantes with station a iy scenes or patterns are prayed on your projection television Similar 
damage may OC< ur if you place a video game on hold or pause. If you use your projection 
tefevisron with this video ■ jame neil# w Konarni foe no* Ni; Hvr of America Jnc will be liable 
for any damage. This situation <s .nor caused by a defect in the Nf-h oi mis gamp, othc fixed Or 
repetitive images may cause sirt ilar damage co a projei nor television Rfviv, • corHet • • TV 

rria rtu Fi ctuicr for further in forma cio n. 
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COMPLIANCE WITH FCC REGULATIONS 

11C rqiApmnti grrfertfei and i v*. r*j1io -STtf ir -m Ustalfed and usMfltopwiy. tfut A, m strict xccMtorve wrftti tos* 

tkTH^ittLbrw'A tisL-lk bam, may i .iijvt* incirlriwKr- to radio fl^Cl retevfefcn Jvopuwi. 1C nas bwifl type and found to tonply wsh 

,L ''ltS fo’ a C1M3 accrrixfli .^3 ctevwf m jcrondance wich Witter® .n ^ty»n J CfTflwt 15 Cf FCC flutes. wWOiaUf 

0 i_unyii>f M“^j>- jLwf pfiMfctfcsfljcjarist such mcericrence Ln a wtidsntidl insra* latter! hfcvuevcr flfiert* is rifl Q^iarYIW t r, rdL irter&Hrtce 
/.t i u! QGQJi i-* a pailkulcfs itttaK^ion ll thrS etyjpmmc tibes cjiiat- nf-rn^viTYe 1 in .win nr c-rk'vSiOfT fleceptipn-.' wttfch cart h& 
■-tpi'Cfirtnrt by C-::i -nng rlY- eqyftfiien! Off vVWl lti. toe uver is wraHjrdgeti to try to coflM rtK* to writer m**" try iw or nrone of the 
^ Hnwi ng mwksu n« 

--rRinyimc The fifleetorg anc<rmai 

- h>k-v,itJw® NF> vrftfi rn^hfnrr to TlX’ receiver 
—Wfaw i?w iSlhi sf/r ,ly froiin chx Kfllw 

— Plug Lhie N£S into .1 difrttri »::ij-ln sn ch«t ccmpii.ri’r .VkH rcc-flitw 3M G*"i drfFwertt QjifCUltS 

necifsuiy- toe* user shmid opr&cHr |ftit<fe0lerOf e«perteflcetf racfic^rrtevfafor - ! tednkian fof dcteick™ 5ijgqwtkLn& rhe* upev 
ixJ the fof bwing bocSdct prepaneri try thr Fr-.^r^J C«W¥iiMnlcitiOh& ComfliiSSfofl: hetpfoi. hew to k«rrti^ and Jtaohr fcadin-" , 'V 
'HMfifirenOf Pr ci c fel i e. this Ccrikiet is Jivaiferble frr-m the L.J r-,. C'a-vrmfn^nr FTinring Office >WKhrta®ftA. DC 20402 Skx ¥. Na 
IW-DOEKH334M. 

Treat Your Kona mi Game Pak Carefully 

This Konamr Game Pak i.s<i pnecfsiOrH:rafted device with complex electronic 

ircuitiy Avoid subjecting it to undue shock or extremes of temperature. Never 
attempt to open or dismantle the Game Pak. 

■ Do not touch the terminal ieatis or allow them to come into contact with water 

or the game circuitry wiJJ tie damaged, 

* Always make sure your NES Control Deck is SWITCHED OFF when inserting 
the Game Pak or removing it from the NES Control Deck. 











